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Background 


Early in the 21st century the X Xarion Corporation placed its first solar 
energy grid in orbit around the sun. The grid was designed to use the 
sun’s energy to develop crystaals that could be used as fuel for 
spaceships travelling at the speed of light. The original grid was a huge 
success, and now there are a total of sixteen grids. 


In order to protect the valuable crystals, a computer was designed to de- 
fend the grids. Unfortunately, over time, the computer began using its 
deadly disrupters against any craft that entered the grid. The X Xarion 
Corporation, desparate to collect the valuable crystals, has contracted 
Microdaft to design Solar Star, a recovery craft with awesome speed and 
power 


You have been chosen to fly it. 


Starting Procedure 


To start Solar Star, turn on your disk drive and display screen. Insert the 
disk, with the label facing up, into the disk drive. While holding down 
the OPTION key, turn on your computer. After a short wait, you will see 
the Solar Star title screen. Press START to begin your mission. 


You are now ready to collect the crystals. Press SELECT to choose a 
favorite background color, and when you are ready press START to warp 
to the first grid. 


Your Mission 


Your mission is to recover as many crystals from the computer controll- 
ed grids as possible. To collect a crystal, shoot the disrupters until they 
release a crystal. As the grids get tougher, disrupters will require more 
shots in order to release a crystal. Pass over the green crystal to collect it. 


You must also be careful never to let a stray crystal run in to a red energy 
pulse. If it does, all of the crystals you have collected will be destroyed. 


The Grid 


Each of the grids is different, but they all have a warp cell, protected by 
a revolving wall. If you have collected ten crystals on one grid, you must 
shoot the warp ceil to warp to the next grid. 


Energy 


The Solar Star is a very fuel efficient craft, but it’s energy can be quick- 
ly drained by hitting walls or disrupters. It is possible to collect more 
energy by shooting the warp cell. This will cost you a crystal, and can 
only be done a limited number of times. 


Solar Star Controls 


Faster 


Left Right 


Slower 


The fire button is used to shoot the disrupters. 
The OPTION key will pause the action, and the START key will resume 


the game. 


Screen Instrumentation 


At the very top of the screen is your tracking instrumentation. The 
numbers indicate the distance of the last disrupter or crystal you fired 
at, and the green markers display the direction. 


Also, messages will be displayed at the top of the screen. 


The top half of the screen displays the view from the front of the Solar 
Star. 


The lower half of the screen displays vital craft information, the grid 
layout, and the position of each crystal and disrupter. 


In the lower left corner of the screen is your short range scanner. The 
lower right corner of the screen is an overall grid scanner, where you 
are represented by the blue square. 


Use your scanners to locate walls, disrupters, and crystals. The scan- 
ner can also be helpful in keeping track of your direction. 


Hints 


e Watch your speed, and don’t get too trigger happy. Both could waste 
valuable energy. 


e The best method of getting into the warp cell is to enter while going 
in the opposite direction around the revolving wall. 


e Learn the grids, don’t panic, and have fun. 


Notice 


Microdaft reserves the right to make improvements to the product described in this 
manual at any time, and without notice. This manual is copyrighted. All rights reserv- 
ed. No part of this publication may be copied, translated, reproduced, or reduced 
to any electronic medium or machine readable form without the prior written con- 
sent of Microdaft. 


The enclosed software is copyrighted and all rights are reserved by Microdaft. 
Copying, duplicating, selling, or otherwise distributing this product wihtout the ex- 
press written permission of Microdaft are violations of U.S. Copyright Law, and are 
hereby expressly forbidden. 


Limited Warranty 


Microdaft warrants to the original purchaser of this computer software product that 
the recording medium on which the software programs are recorded will be free from 
defects in materials and workmanship for ninety days from the date of purchase. 
Defective media that has not been subjected to misuse, damage, or excessive wear, 
will be replaced at no charge within ninety days of purchase. 


Following the ninety day warranty period, defective media will be replaced for a 
replacement fee of $7.00. Return defective media and payment to: 


Microdaft 
19 Harbor Drive 
Lake Hopatcong, NJ 07849 
(201) 663-0202 


Except as set forth above, this warranty is in lieu of all other warranties, whether oral, 
or written, expressed or implid, including implied warranties of merchantability or 
fitness for a particular purpose. Microdaft shall not be liable for incidental or conse- 
quential damage resulting from possession, use, or malfunction of this product, in- 
cluding damage to property, and to the extent permitted by law, damages for per- 
sonal injury. 


Some states do not allow limitations on how long an implied warranty lasts or the 
exclusion or limitation of incidental or consequential damages, so the above limita- 
tion or exclusion may not apply to you. This warranty gives you specific legal rights, 
and you have other rights which vary from state to state. ' 


